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MAUPITI ISLAND 


THE INVES T IOATION 

THE ART OF DEDUCTION 

bv JtEtOMI: LANGE 

A private detective never gives up, He returns, time Hnd again to the 
established Tacts and the efues until he brings them together wilh absolute 
logic. The final solution must be coherent.. 

He has several melhods at .investigation at h|$ disposal : 

LL action,, 

I ri I dialog, 

M the search for clues. 



ACTION 


The detective is free to choose his movements and adions. This liberty 
Ol movement allows him to carry oul the investigation in his own style 
following h«s awn intuition. 


He hkos lo observe what happens around hm. Sometimes he musl hide 
n order Id oberve without being seen. The irtformation thus obtained is Of Leri 
ipnooless We are always more efficient when we're well rested and well-led. 


Thus, the detecbve never hastates to eat and steep if he leeis me need 
to restore his energy. 

The detective uses (its head At any moment, he is capabfe of remem¬ 
bering an answer which he has Stored somewhere in his memory. 

At arty time he can inventory the cftjects that he has on his person in 
Order to deposit them in a certa n place or put them in a drawer, a closet 
a sack... in the case ol deposited ofcrecta Ihe detective bes a knot in his hand- 
(wrohier so he can remember where fhey are (I he needs lb 











I A L O G U E 


Guand ii reneonflre un suspsci. ie deieod^5 a 3 poss Wiigs : 

0 rignorer, 

u le suivie, 

[c. I'Aooostsr 

A Ignore* la presence d'un SuSped asl ICtujOurS dflican. Dans un&feUo 9tu3' 
iion r ii ast preferable de ne pas jouor tos *totjcft 0 'i'lout». 

La discretion esi un Aietnent essential dans la reussitc d'une cnqufltc 

r |S 1 Suiure un suspect permet de Ou tto COmpItlW son empipi da 

temps en essayant de ne pas se lairft sur prendre, 

'c Accoster c'esl queStiOnner puis. GventueUement, argumentor Si un 
suspect merit ou na drt pas loute la ypnfe. le defective peut lui Oppose* 
une r£ponse oaPlradidDine qu'il a gard£e en mdmokfl 
II pos^de ^gelement des m£thodes plus expi-dH «sS qui sont donner 
SCudOyer C" tsbfissfi r A condition ne dormer le ben objet i la bonna 
pensonne, de soudoyer &*&; Ljne somme d'argenl suflisable ou d'avtMr 
SufJisamenl d'^nergne pour Tabesser sens se faire baltre. 

Enfin, il e?,t possible de montrer un otojet i un suspect Ou li un tdmffln 
pot, r oblenir des informalions compfe”' tamaines. 


LA RECHERCHE DES INDICES 


Le dOteelivo esilrftialtentii aux indices maignels II dispose de plusieurs 
actions qui lui permefllfirlt de IPS Gxammef El un Ot)»et peut feme plus bayard 
qu'un limoin... De plus, nous I'avons vu. Tea opjels peo^m £l*e monies. 

L'art de la dddudion csi un jeu. Le deiedi^ conned leg regies du jeu. 
Mats il sait qu'un* enctuGtc poio&o est pleme de febondL'seements. II devra 
souvent improv-sar pouf dijouer los pieges qur vent I'emp^che* de cfecou- 
vrtr la verite. 
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MAUPITI ISLAND 

THE GAME 



E [the game anp the mouse 

Maujxii rsfand is prayod umqutH^ using t^ie mousft, ’*vtnch is r&pftsesfittd on ihe 
screen Of a mo^ng a/tm. 

Qy rrwwr^ it oyer ihe Bamboos ai iho lop oi Iho scroen, you wii get Hie menu 
planks, lb choose an action or a noovemont. portion IM mouse on me plank oi >our 
cho-ee, (hen cick on the button to tn« m. 

During toe game, you tan repeat tfte Iasi atfiem ttoosen by dicking on Iho bmlon 
to toe right of ihe mouse. 

Af»t chocemgan aclion. ihecompu®! sometimes waits tor ihe player to indeals 
a pace on too screen. In tois case Ihe meuse takes toe aomn oi a moving hand. 

Click on toe left w mdcalc a new place, or on too nghc n toe place chosori is 
toe same as the precedcm. 


NSbCMrifr n° 1 \ [ACTIONS 

Movements ; 

MovamBrls are free but nol 'ft'thout danger! Nei«r TorgS lhal you are not 
afene on the island. 

If yov are caught in a room nr a cai; n by its owner, you wil at-fomstoaliy 
enter toe dalog mode.. Always Iry to communicale aei if Ihe person 
doesn't warn la answer 

Careful: Ihe duration o! p:ur comings and goings is lakes into account ay 
the stopwatch. And lime passes quickly:.. 


B Irwenloiy: 

Ths 154s toe odiecto toad >oj have on your person. The objeel toat you 
hffie in hand is wrflen m ^hite 1 b chcose anotoer obyect. (Mck on ns 
name ■ it imII ihan be written >n white Don't ifregih yoursoa down tor no rea¬ 
son . you're a private detedive nol an ironmonger 





Action : 

’sfou have i£ possible actions Wr:h them. you have the means of carrying 
out an m-tJepih inves&gabcn 

Afofe ■ search the knoltcd handterchief win show the objects than you have 
Stored in the place where ydu are (see pardgr Spft iV* A). 


VM- 

■s^P: v 

<■■■ • 

I 


Deposit. read and look an an object that you have on ydur parson .. Or m 
order Do hide (semetmes, you should do sa Do observe whai is happen "g 
around you. Suspects do rtol always art the same way when Dhey know 'hat! 
you are mere). 

p: : ‘ 

FUe : _W L _ =—■ -- 

Save the curreni game , ^ 

H<M Loackrg rakes place only at top ts^mn^ dffhe yam*. Thu is dtfi 
borax-, do force you not do linker with fce'tirflfe as ku as w& know no one 
has such a trass:; illy in real hie If Af ro wrer ?, contact us, we ll mate a 
r;ame a film and a novel from your pwwndF ekpdhence! 

The characters present : 

Arrays keep your eye on them. First, it's your jot* in addteen. they couW be 
dangerous 

Y«<r energy ; 

Watch oul tor your physical condecn (eat and steep) It's iust i te rest trie I 
By dicteig m ihs bon. you wii obtain the percentage of me clues that you 
sh&AJ have noteed. 


i 3! The time : 

Tbu have Ihs hour and the date : AM is From midnight lo- noon anc PM 
from noon to midnight. 

Tim? is mpertarf, Note carefully the times of various occurrences . this 
could he useM.. 

a Lenkhor: 

Or a knoltedi handkerchief to remind you that you have tell odpects in a 
place where you are (see paragraph Q. 

[e. Responses to acthons ; 

Donfl drown in useless responses, Go lo Lhe head of the ma&e*. 





THE DIALOG 


0y dcking on the name ol the person when you are n :he action mode, you 
can either speak do him, or follow hm. 



a Repeat; 

IS you c^dn't .hear the answer well. lhe Wilness can repeat H as many lime? as 
>Ou wish. 


u Question : 

Clck on <UBStioo»: the Qieshons will appear. Then olick cm ‘.he question ct your 
choice. Ask the right qoest'Cns of She ndhl person And above all. don't v#ste 
fune: people have other ttongs 10 do They have their own has to live 
Dotfl Clnaner uselessly, think before asking a queshon. PI someone doesn't wan! 
to answer or doesn't give fhe same answer as another pes&on. well... argue! 

C Argue r 

Memorize : use your memory when an answer seems interestng. This wt help 
yOuCOtntradirS people Ifeu need onty dckon th«-memory* plank, then on the 
Chosen number Tha numbers n use are shown by a Odor dot. But since you 
don't ha* a large memory, tate some nows 100 

ftemomter: aTOwsym la hear a memorized response try clicking on the num¬ 
ber of she chosen memory. 

Contradict; when two answers seem oonlradctwy go Cfrck the tfank teOfflra- 
ditf - ng« away, then dick lhe number of the memory pi lhe answer DO Cbnilra- 
dict l J he doesn't understand, he wll tell you. Anypne can make a nvstako.. ev&i 
you If he repeats hmsdf. that means he confirms he declarators 
Bn be, beat up or givo an object: <t ynu haws nothng wifh which to conflradid 
a character who gives you the impression d lying or ol not Idling lhe wftete tArth. 
use dTaslic measures 

BlH be careful! Vfru muitril abuse them... Tbu could be m lor a surprise 
ShrW an object lo someone: ?ss stows you to oblan irformahon t*0Ul the Cbtecl 
After clicking on * show», clck on !hc name Ol Ifie object The person will 
answer you... 



Slop: Leave fhe diaftsg mods 





a Follow ; 

Continue fo 'owing 

If you're caught, try 10 estatjiisn chOoti 

|b| Grte up 1 

AHmre you to lear/e ih*- tpitw rr*Ue fc 'elu. Fl ta the action mode 

! t. Tna characters prcscnl i 

Whw you follow someone. dOn'l \osb srghl ol Ihe fact that there are pjfcbr 33 ^ 
pads around ytm. '.y : 't 

2 tour energy: 

Nolhirlg is more Enrtg Chan shadrwing someone 

3 The hour: 

To know Che Hmes ri movemenCs of lhe person ^hj are loHowng. 

[«! the daft 1 

See Scenara? 1 r number 3. 

isj The person lhal you’re following and lhe place where he f& 
e You and your actual location., 

[ ? The Island : 

Vew of Che island vreh you* iwabon and that on the suspect lhal you are lollowing 


iv] [ SCHSARfO If" 4 I THE OBJECTS 

|*J Marti 

1b see the lot wing obfflOt. 

u Action on the objeels t 

tbu can read them, take them, Took al them. smell ihem. and touch them 
No •detail can escape you. 

[ 1 . The characters present: 

See scenario rf 1, numbs' ?. 

.! | The hMir: 

See fiCAWib n°f. .na.TiJse.r 3 

1,3.' The objects: 

Appearance al objects, 

* Reports? to Actions on the objecte- 

wofc ■ © use an ottect. you need only have it on your pe.n©n (thus m the ■ iwan- 
lory) and to G*ck CO one ol the verbs of lhe action menu . e^c-epf 1o pul and 
iea*t it [see pert II, paragraphs B and Q. 







Scenario N° 2 


Sn&2 


Scenario N° 3 



Scenario N° 4 


Ksy 






















































■ MAUPITI ISLAND 

T E C H N I C A L DATA 

more than 120 documents presented in the greatest detail, 

□ 

animated landscapes, 

□ 

an hour of sound and musical atmosphere, 

□ 

450 voice-synthesized sentences, 

□ 

a dialog mode rich in possibility: to question, memorize, remember, 
contradict, bribe, give, beat up, show objects... 

□ 

complete liberty of action and movement 

□ 

«user-friendly » manipulation 

□ 

a script of 400 pages and... change its form, follow, observe, hide... 

□ 

In all, 2.8 Mo cpmpressed on 2 discs 
to reduce manipulations and sales price as much as possible. 


AND NOW IT IS YOUR TURN 



















